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Abstract  

Indulgence of adolescents in internet gaming can have adverse effect on their motivation for academic 

achievement that in turn influences their social life. Thus, present research was designed to examine the 

effect of problematic internet gaming on achievement motivation. Furthermore, education was also 

explored as a moderator between the relationship of problematic internet gaming and achievement 

motivation among students of universities.  Through purposive sampling technique, the sample of 300 

students was collected from different Rawalpindi and Islamabad universities. The participant’s age range 

was 18-35 years (M = 21.46, SD = 2.75). The measures administered were self-report i.e., Internet Gaming 

Disorder Scale-short form (Pontes & Griffiths, 2015) and Achievement Motivation Inventory (Muthee & 

Thomas, 2009). Results generated revealed that problematic gaming on internet predicted negatively 

achievement motivation among university students. Internet gaming was reported to be high among male 

students as compared to female students. Comparative to female students, male students showed lower 

levels of achievement motivation. Education worked as a moderator between the relationship of internet 

gaming and achievement motivation. Students of undergraduate level were determined to be more internet 

gaming addicts than graduate and postgraduate students. This study will be helpful for introducing 

intervention plans to enhance the achievement motivation of students by encouraging them to come out of 

the gaming world and start their social lives. 

Keyword. Internet gaming, achievement motivation, gender, education, university students 

Introduction  

The rise in computer gaming have been stated to 

be a part of individual’s living (Park & Ahn, 

2010; Sun et al., 2008) and the number of 

adolescents involved in gaming disorder is rising 

globally (Chan & Vorderer, 2006) Researchers 

revealed that internet gaming or uncontrolled 

computer gaming are defined as an frequent, 

extreme and constant connection with computer 

games and video gaming that are uncontrollable, 

besides its linked problems (Griffiths & Wood, 

2000; Lemmens et al., 2009). Prevalence has 

shown that in developed countries it increased by 

239% (International Telecommunication Union, 

2012). The difference reported in the estimates of 

prevalence ranges in USA from 0.3% 

(Aboujaouded et al., 2006) in Great Britain to 

18.3% (Niemz et al., 2005). This massive 

technology-driven interrelationship is 

corresponding to a rise in research signifying that 

extreme usage of internet can cause to symptoms 

that are connected with addiction or behavioral 

problems (Ko et al., 2009; Leung & Lee, 2012; 

Young, 2010). People for many reasons play 

video games or gamble, which includes 

relaxation, capability, independence, and find an 

escape from their daily life concerns as playing 

produces “flow” states, which keeps the focus of 

the player, he has a sense of control and is 
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expected to even lose the sense of time and place, 

also finds playing games to be essentially 

satisfying (Gentile et al., 2011). As claimed by 

Weinstein, (2010) that video gaming and 

computer addiction may direct them towards 

long-term effects such as substance addiction and 

people addicted to games thus may become 

isolated from other people. For people with 

possible addiction of internet usage have 

psychosomatic problems component of 

physiological symptoms, physiological 

dysfunction and destabilized immunity (Cao et 

al., 2011), although psychological symptoms 

with maximum notable features may consist of 

anxiety and depression (Yen et al., 2007).  

         People engaged in an activity differ in the 

type of motives they possess. Motivation level 

varies from person to person (Huffman, 2007). 

Achievement motivation defined as 

determination about oneself to achieve whatever 

activities in which a person involves 

himself/herself, either it is educational task, 

sports event or occupational work (Tella, 2007). 

As observed by Gasinde (2000) that the need for 

achievement varies from person to person, the 

need may be higher in few persons and lower in 

others. Motivation is basic for understanding 

individual’s behavior. Individuals may be 

extrinsically or intrinsically motivated. The 

intrinsic motivation is extracted within the job, 

whereas extrinsic motivation is considered as 

encouragements or awards that an individual 

appreciate after the completion of task (Mangal, 

2000). Various studies conducted on achievement 

motivation revealed that for performance or for 

competition participation, achievement 

motivation is the most significant predictor 

(Huschle et al., 2008; Carey et al., 2000). A study 

by Atkinson and Feather (1966) revealed that 

individual’s behavior concerned with 

achievement can be categorized into three parts: 

first part states person’s tendency towards 

achievement, while second part considers the 

likelihood of achievement, and the third part is 

perception of the individual of giving value to the 

task. While McClelland (1961) revealed that 

achievement motivation is of two kinds of which 

one seems about by avoiding failures while other 

by optimistic aim of achieving success.  

          The Yee Model of Online Gaming 

Motivation (2006) states that there are three 

broad motives named socialization, immersion, 

and achievement. Nevertheless, in the 

achievement motivation gamers who tend to 

possess achievement motivation are prone to hunt 

for excellence in gaming, struggle and seeking 

control in gaming. According to a research, 

achievement motivation appears as powerful 

analyst of online problematic games than 

socialization (Yee, 2007). A qualitative study 

conducted by Chin-Sheng and Chiou, (2007)  

demonstrated that adolescents may have shelter 

in online games to practice control in the 

computer-generated world, avoiding the real 

world, thus, by means of online gaming tend to 

satisfy unattained psychological needs which 

includes power motive and achievement. On the 

other hand (Yee, 2007) it was stated that 

problematic online games motives differ from 

non-problematic online games. A study 

conducted in Pakistan found that excessive 

internet usage hindered with the student’s 

academic performance which cause to reduce 

their social activities (Asdaque er al., 2010). 

Gender differentiation is also being reported 

among causes of online game playing. As 

concluded by Yee, (2006) that boys tend to 

possess noteworthy high level of achievement 

motives whereas girls have high level of 

socialized motive for online games playing.  

           Entertainment Software Association 

(2010) has observed that males altogether build 

up 60% of the gaming population. Age and 

gender are essential aspects of gaming addiction 

of computer, choice of genres, and computer 

gaming usage time (CGUT) (Xu et al., 2012). 

Gaming addiction confirmed to be more among 

men and boys (Chou & Tsai, 2007; Griffiths et 
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al., 2004; Hartmann & Klimmt, 2006; Quaiser-

Pohl et al., 2006; Walther et al., 2012) and in 

comparison to women and girls, boys and men 

spend extra time on computer gaming (Chou & 

Tsai, 2007; Festl et al., 2013; Witt et al., 2011). 

Addiction towards pathological games and 

playing games increasingly are expected to be 

more among male adolescents as compared to 

female adolescents (Gentile, 2009; Ko et al., 

2005). Thus, different behaviors are witnessed 

among girls and boys about gaming use. Girls are 

not expected to play less games on the whole but 

when they play, they spend less amount of time 

on games as compared with boys (Bickham et al., 

2003; Lee et al., 2009). Similar differences on the 

basis of gender were observed when investigating 

pathological gaming which concluded that in 

comparison to girls, boys expected to show more 

symptoms of pathological games (Gentile, 2009; 

Grusser et al., 2005). 

         According to a study regarding internet 

addiction carried out in Pakistan in which game 

addiction was classified as a subtype of internet 

addiction (Ali, 2005) which later found support 

along with the western literature (Kiraly et al., 

2014). Suhail and Bargees, (2006) concluded that 

in case of Pakistan, different domains of life are 

affected due to excessive use of internet such as 

education, physical health, psychological health, 

and social relationships. In another study (Niaz, 

2008), it was concluded that many problems 

among the Pakistani people are arising due to 

internet addiction and mobile usage leading to 

problems such as depression, loneliness, and 

suicidal obsessions. Ansari and Stock, (2010) 

considered that altering patterns of interpersonal 

communication owing to internet, and research 

contains conclusion that internet usage can 

promote more loneliness and individualism. 

Study by Nalwa and Anand, (2003) 

acknowledged the excessive use of internet direct 

towards other problems like procrastination and 

loss of sleep.  

         The purpose of this research was to figure 

out the effect of problematic internet gaming on 

achievement motivation among students of 

universities with education as a moderator. The 

present research focuses to complete the research 

gap of previous studies defining in Pakistan the 

occurrence of internet gaming. In Pakistan the 

growing pathological use of internet gaming 

causing addiction among university students 

which is affecting their achievement motivation 

with lack of research in this respect stand as a 

base for current research.  

        Past western researches showed that 

addiction of video game is linked to low 

performance at school (Chiu et al., 2004; Choo et 

al., 2010; Rehbein et al., 2010; Skoric et al., 

2009). However in Pakistan the study conducted 

on internet gaming was about how online 

multiplayer games can lead to problematic or 

non-problematic online behavior (Muqtadir, 

2016). In Pakistan the addiction to internet or 

mobile can cause public health problems (Niaz, 

2012). A study conducted in Pakistan revealed 

that in academic settings achievement motivation 

plays a vital role (Qadri & Nadu, 2017). Another 

research in Pakistan revealed that internet use 

tends to be higher in male as compared to females 

(Saleem et al., 2015). Thus previous Pakistani 

researches were dealing with internet gaming and 

achievement motivation independently. However 

focusing how internet gaming can have an impact 

on achievement motivation among university 

students is not yet studied in Pakistan, in order to 

address the gap, this study was conducted. This 

study dealt with a broader perspective, as 

research framework also included moderating 

role of education, as for university students this is 

the time period when they are independent and 

have less parental supervision so they may 

indulge in behaviors which might harm them. An 

increased usage of internet effects various 

domains of life among university students in 

Pakistan e.g., physical health, educational, 

psychological health and social relationships 

(Suhail & Bargees, 2006). This study shows that 
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problematic internet use can effect student’s life 

whether it is social, psychological or educational, 

for students achievement motivation plays an 

important role in their life but how internet 

gaming could affect achievement motivation 

level among university students has been focused 

less.  

         This research will prove to be beneficial to 

gain a better understanding that how internet 

gaming will cause problem in the life of an 

individual and how it could affect the 

achievement motivation level among university 

students. Moreover, this study can be used by 

psychologist and researchers to further develop 

better intervention plans in order to overcome this 

ongoing increasing issue among university 

students in Pakistan. 

Objective 

The study was conducted to fulfill the following 

objectives; 

1.  To determine the effect of problematic 

internet gaming on achievement 

motivation among students of 

universities. 

2.  To find out the differences in problematic 

internet gaming and achievement 

motivation on the basis of demographics 

variables (i.e. gender & education) 

among students of universities. 

3.  To determine the role of gender and 

education as a moderator between the 

relationship of problematic internet 

gaming and achievement motivation 

among students of universities. 

Hypotheses 

1. Problematic internet gaming will predict 

achievement motivation negatively 

among university student. 

2. Problematic internet gaming will be more 

among male students comparative to 

female students.  

3. Achievement motivation will be less 

among male students relative to female 

students. 

4. Problematic internet gaming will be more 

in undergraduate students as compared 

to graduate and postgraduate students. 

Method 

Research Design 

The present study used quantitative approach. 

Cross-sectional research design was used to 

conduct this research. Data was collected by 

purposive sampling technique. The measures 

used in this research were self-report. 

Sample 

The data collection for current study was done 

from different private/government universities of 

Rawalpindi and Islamabad including Foundation 

University Rawalpindi Campus, NUST 

Islamabad, Fatima Jinnah University Rawalpindi 

and Millennium College University Islamabad. 

The sample was comprised of 300 university 

students (149 males, 151 females). Age range of 

the participants was from 18-35 years (M=21.46, 

SD=2.75). Participants who were indulged in 

playing games over the period of 12 months on a 

laptop or computer both online/offline were 

included in this research. 

Measures 

Internet Gaming Disorder Scale-Short Form 

(IGDS-SF; Pontes & Griffiths, 2015). The 

IGDS9-SF was originally derived from Pontes 

and Griffiths (2014) Internet Gaming Disorder 

Test (IGD-20 Test) which is a 5-point Likert scale 

with the answer classification ranging from never 

(1) to very often (5) consisted of 9 items. The 

score ranges from 9 – 45 (minimum to maximum) 

with high score depicting high level of gaming 

disorder. The IGDSF-S9 cut off was 36 (out of 

45) to differentiate between individuals who are 

disordered gamers from individuals who are non-
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disordered gamers. Satisfactory alpha coefficient 

(α = .87) has been reported for IGDS9-SF by 

original authors (Pontes & Griffiths, 2015).  

Achievement Motivation Inventory (AMI; 

Muthee & Thomas, 2009). This was developed 

by Muthee and Thomas, (2009). The scale has 32 

items, in which 18 items (3, 4, 5, 6, 11, 13, 14, 16, 

17, 20, 23, 24, 26, 28, 29, 30, 31 & 32) are 

positive items and 14 items (1, 2, 7, 8, 9, 10, 12, 

15, 18, 19, 21, 22, 25, & 27) are negative. The 

items were measured on a 5-point Likert scale 

ranging from (1) completely disagree to (5) 

completely agree. The high score of the scale 

indicates achievement motivation of high level 

while low scores showed achievement motivation 

of lower level. The Cronbach’s alpha for the scale 

reported by original authors was α =.75 (Muthee 

& Thomas, 2009). 

Procedure 

The data collection process was approved by the 

departmental head of respective authorities. 

Participants were individually approached at 

universities or home and were informed about the 

present research. It was assured to participants 

that their information will be used for research 

purpose only. Only those students were included 

in the research who showed their willingness for 

participation and forms of informed consent were 

signed by the participants before the 

administration of the items booklet. In order to 

clear any confusion regarding the items booklet, 

brief instructions were given to the participants. 

After the items booklets were distributed among 

the participants they were asked to read carefully 

all instructions of the scale. The participants were 

asked to honestly rate the statements. Participants 

took 7-10 minutes on average for the booklet 

completion. After that they were asked to 

examine any missing data in the booklet. In the 

end, all the respondents who participated were 

thanked. 

Results 

The Statistical Package for Social Sciences 

(IBM-SPSS Version 23) was used to analyze data 

of main study by using descriptive statistics. 

Bivariate correlation analysis was used to find 

relationship between variables. To infer casual 

relationships between the variables regression 

analysis was used and to find out mean difference 

across demographic variables the independent 

sample t-test was applied. For moderation 

analysis process macro by Hayes (2013) 2.16 

version was used. 

 

Table 1 Reliability analysis and bivariate correlation among study variables (N = 300) 

M  

 

S.D 

 

Range 

Potential     Actual 

 Skew Kurtosis a 
1 2 3 

 

1. IGD       21.42  5.85 9-45 9-37  .04 -.51 .73 - -.301** -.127* 

2. AMI      98.74 

 

3. Age       21.46 

 12.21 

 

2.75 

32-160 

 

18-35 

70-139 

 

18-29 

 .42 

 

.70 

.37 

 

-.18 

.68  - .334** 

 
  - 

   Note. *p<.05; **p<.01; ***p<.000 IGD= Internet gaming disorder, AMI= Achievement motivation 

inventory. 

 

Table 1 denotes correlation coefficient 

between the study variables. Internet gaming has 

significant negative correlation with achievement 

motivation and age while achievement 

motivation has significant positive correlation 

with age. The Cronbach’s alpha reliability 

estimates of internet gaming and achievement 

motivation ranged from .68 to .73 which is 
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acceptable as per the specified criteria by George 

and Mallery (2010). 

Table 2 Achievement motivation predicted by internet gaming among university students (N  = 300) 

IV β DV R2 value F (sig) 

IGD -.216*** AMI .20 13.44 (.000) 

Note. *p<.05; **p<.01 IGD= Internet gaming disorder, AMI= Achievement motivation Inventory 

Results of table 2 revealed that internet 

gaming negatively predicted achievement 

motivation and accounted for 2% variance in 

achievement motivation. Results are statistically 

significant as the p value is less than .05. 

 

Table 3 Mean differences on the basis of gender in the study variables (N = 300) 

 

 

Variables 

 

Male (n=149) 

M          S.D 

 

Female (n=151) 

M           S.D 

 

 

t (298) 

 

 

p 

 

95% CI 

LL     UL 

 

Cohen’s 

d 

IGD 23.91      5.14 18.96      5.47 8.07 .000 3.74      6.15 .13 

AMI 94.71      11.80 102.78    11.28 -6.03 .000 -10.70    -5.44 .69 

Note. IGD = Internet gaming disorder; AMI = Achievement motivation inventory; CI = confidence interval, 

LL = lower limit, UL = upper limit. 

Table 3 represents that a significant 

difference exist in terms of internet gaming and 

achievement motivation among male and female 

students. Male students have more internet 

gaming than female students. Female students 

have more achievement motivation than male 

students. To measure the effect size of mean 

difference among male and female students 

Cohen’s d was calculated. Cohen’s d value of 

IGD = 0.13 is less than 0.2 which shows 

negligible effect size and the Cohen’s d value of 

AMI = 0.69 is less than 0.8 showing large effect 

size (Cohen’s, 1977). 

Table 4 Mean differences on the basis of education in the study variables (N = 300) 

 

 

Variables 

 

Undergraduate 

(n=127) 

M          S.D 

 

Graduate/postgrad 

(n=173) 

M           S.D 

 

 

t (298) 

 

 

p 

 

95% CI 

LL      UL 

 

Cohen’s  

d 

IGD 22.93       5.79 20.30        5.66 3.93 .000 1.31      3.95 .46 

AMI 96.23        9.95 100.56      13.35 -3.20 .001 -6.99    -1.67 .37 

Note. IGD = Internet gaming disorder; AMI = Achievement motivation inventory; CI = confidence interval, 

LL = lower limit, UL = upper limit. 
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Table 4 represents a significant 

difference between undergraduate and 

graduate/postgraduate students in terms of 

internet gaming and achievement motivation. 

Undergraduate students have more internet 

gaming than graduate/postgraduate students. 

Graduates/postgraduate students have more 

achievement motivation than undergraduate 

students. Cohen’s d was calculated to measure the 

effect size of mean difference among 

undergraduate and graduate/postgraduate 

students. Cohen’s d value of IGD = 0.46 and AMI 

= 0.37 is less than 0.5 presenting medium effect 

size (Cohen’s 1977). 

Table 5 Role of gender as a moderator on the relationship between internet gaming and achievement 

motivation (N=300) 

Varaibles  AMI  t p 

B S.E 

Constant  99.03 

[97.56, 100.50] 

0.74 132.51 .00 

Gender 

 

 6.00 

[3.05, 8.94] 

1.49 4.01 .00 

IGD 

 

Gender*IGD 

 

R 

R2 

F 

ΔR2 

 -.41 

[-.66, -.16] 

.22 

[-.27, .72] 

.37 

.14 

18.93 

.002 

0.12 

 

0.25 

-3.24 

 

0.89 

.00 

 

.37 

Note. ** p<.01, * p<.05. IGD= Internet gaming disorder, AMI= Achievement motivation inventory, Gender   

 

Table 5 illustrates role of gender as a 

moderator on the relationship between internet 

gaming and achievement motivation. Internet 

gaming presented the main effect to be significant 

(β=-.41, p<.00). It showed that internet gaming 

negatively predicted achievement motivation 

among university students. The table in addition 

determines that interaction occurring between 

internet gaming and gender is positively non-

significantly predicted achievement motivation 

among university students. Model showed that 

gender does not act as a significant moderator 

(β=.22, p>.37) which indicated that the 

relationship between internet gaming and 

achievement motivation is not moderated by 

gender. 
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Figure 1. Gender as a moderator among the 

relationship between internet gaming and 

achievement motivation. 

       Figure 1 reveals that females who are less 

addicted to internet gaming are more likely to 

predisposed higher achievement motivation, as 

compared with males with less achievement 

motivation at low level of internet gaming, 

whereas males at high level of internet gaming 

are predisposed to lower achievement motivation 

as compared to females. 

Table 6 Moderating role of education on the relationship between internet gaming and achievement 

motivation (N =300) 

Variables  AMI  t p 

B S.E 

Constant  98.42 

[97.11, 99.73] 

0.66 148.38 .000 

Education 

 

 3.03 

[0.47, 5.60] 

1.30 2.33 .020 

IGD 

 

Education*IGD 

 

R 

R2 

F 

ΔR2 

 -.58 

[-.79, -.36] 

-.51 

[-.93, -.09] 

.34 

.11 

11.91 

.014 

0.10 

 

0.21 

-5.33 

 

-2.40 

.000 

 

.016 

Note. ** p<.01, * p<.05. IGD= Internet gaming disorder, AMI= Achievement motivation inventory, 

Education   

 

Table 6 illustrates role of education as a 

moderator on the relationship between internet 

gaming and achievement motivation. Internet 

gaming presented the main effect to be significant 

(β=-.58, p<.00). It showed that internet gaming 

negatively predicted achievement motivation 

among university students. The table in addition 

determines that interaction between internet 

86
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gaming and education is negatively significantly 

predicted achievement motivation among 

university students. Model showed that education 

act as a significant moderator (β=-.51, p>.01) 

which indicated that the relationship between 

internet gaming and achievement motivation is 

not moderated by education.  

 

Figure 2. Education as a moderrator on relationship between internet gaming and achievement motivation. 

       Figure 2 reveals that internet gaming among 

graduates/postgraduates who are less addicted to 

internet gaming are more likely to predisposed 

higher achievement motivation, than 

undergraduates with low achievement motivation 

at low level of internet gaming, whereas 

undergraduates at high level of internet gaming 

are predisposed to lower achievement motivation 

as compared to graduates/postgraduates. 

Discussion 

The study was aimed to find out the impact the 

problematic internet gaming on achievement 

motivation with moderating role of gender and 

education. One of the findings of the study was to 

find out the impact of problematic internet 

gaming on achievement motivation among 

university students. Internet gaming has 

significant negative correlation with achievement 

motivation and age while achievement 

motivation has significant positive correlation 

with age. This proposes that individuals with 

internet gaming of high level will have 

achievement motivation of low level. The finding 

is similar to Sahin et al. (2016) that gaming 

addiction and academic achievement have 

negative correlation. Moreover findings through 

regression analysis also showed that internet 

gaming significantly negatively predicted 

achievement motivation (β=-.21, p<.00). 

Considering the study hypothesis literature 

revealed similar finding, according to a study 

(Choi et al., 2011) that have revealed internet 

addiction tendency group the achievement 

motivation predicts significantly lower score than 

the controlled group.  

       Another key finding of this study was to find 

out differences in problematic internet gaming 

and achievement motivation on the basis of 

demographics variables (i.e. gender & education) 

among university students. In terms of internet 

gaming and achievement motivation the results 

revealed a significant difference among females 

and males students. Male students have more 

internet gaming than female students and female 

students have more achievement motivation than 

male students. Literature shown similar findings 

that addiction to internet gaming will be more 

among males than females (Walther et al., 2012; 

Chou & Tsai, 2007; Hartmann & Klimmt, 2006; 
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Quaiser-Pohl et al., 2006; Chiu et al., 2004; 

Griffiths et al., 2004) and spend more time 

gaming on computer as compared to girls. (Festl 

et al., 2013; Witt et al., 2011; Chou & Tsai, 2007; 

Lucas & Sherry, 2004). Male adolescents are 

addicted towards playing games compulsively 

and are expected to play more games as compared 

to adolescent girls (Gentile, 2009; Ko et al., 2005; 

Chiu et al., 2004). Different behaviors are 

reported among girls and boys about games usage 

(Lee et al., 2009; Bickham et al., 2003).  Studies 

support findings of this study that addiction to 

internet gaming will be more among male 

adolescents than female adolescents. Literature 

also supports other finding that female students 

have more achievement motivation than male 

students. According to a study it was found 

(Asmus, 1986) that female students made more 

inner and constant attributions than males 

showing more achievement motivation. This 

shows that male have less achievement 

motivation as compared to females supporting 

this research finding. 

To look for the difference in internet 

gaming and achievement motivation on the basis 

of education among university students, this 

research find out that between undergraduate and 

graduate/postgraduate students there is 

significant difference in terms of internet gaming 

and achievement motivation. Undergraduate 

students have more internet gaming than 

graduate/postgraduate students. 

Graduates/postgraduate students have more 

achievement motivation than undergraduate 

students. Considering this, literature revealed 

similar finding that youngsters are likely to show 

more pathological gaming symptoms as 

compared with other age group’s individuals 

(Griffiths & Wood, 2000; Ha et al., 2007; Parke 

et al.,  2004). However a study conducted in 

Pakistan hypothesized that procrastination and 

internet addiction are associated closely among 

students of higher education institutes (Saleem et 

al., 2015). According to Zahra et al. (2019) in 

Pakistan revealed that the younger students (17-

20 years) in playing internet games spend more 

time as compared to the older students (26-54 

years) which is similar to our findings that 

students of undergraduate level are more 

involved in internet gaming than  graduate or 

postgraduate students. Thus studies showed that 

education plays a significant role in internet 

gaming among university students. 

         Few other key findings of this study were to 

discover the role of gender and education as  

moderators on the relationship between internet 

gaming and achievement motivation among 

university students. Results indicate that gender 

did not work as a moderator among the 

relationship between internet gaming and 

achievement motivation. Gender has played the 

role of a moderator in few previous studies while 

few contradict. A study conducted (Teeters et al., 

2015) which showed that gender worked as a 

moderator in relationship between gambling 

frequency, material gains and the expectancies of 

social consequences. However the findings of our 

study are in accordance to a research conducted 

by Kaczynski et al. (2008) to access whether 

gender can work as a moderator reported that 

males and females showed similar level of 

intensity of chronic pain. Another study 

conducted by Lanthier, and Windham, (2004) 

about usage of internet and adjustment in college 

with the moderating role of gender revealed that 

social use of internet was positively related with 

college adjustment while negative facets of 

internet were related to poor adjustment 

regardless of the gender. However no gender 

differences were found in coping and protective 

parenting and disability which shows that gender 

did not moderate the relationship among them. 

 Other key finding was the role of 

education as a moderator on the relationship 

between internet gaming and achievement 

motivation among university students. The 

results showed that among the relationship 

between internet gaming and achievement 

motivation among university students the 
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education acts as a negative significant 

moderator. Similar findings of education as a 

moderator was reported in a Pakistani study by 

Ahmed and Yaseen, (2018) which revealed that 

education has a negative significant moderating 

impact on customer focus management and non-

business strategies.  

Limitations and Suggestions for Future 

Researches 

The present study limitations were discussed with 

few suggestions for future researchers. The 

current study sample was collected only form two 

cities; Rawalpindi and Islamabad. In future, 

selecting sample from other cities of Pakistan 

would be more suitable. Age group was also 

limited to university students so in future other 

age groups should also be added. The current 

study was correlation and cross-sectional 

research design was used, for future studies 

longitudinal research can be conducted on the 

topics of internet gaming disorder and 

achievement motivation by which can have more 

comparability in the study and can help produce 

rich data. 

More limitation of the study which can 

be prejudiced includes the use of self-reported 

information for analysis. To get more broad and 

detailed picture of the phenomena interview 

method can also be used.  

Implications 

Excessive use of internet gaming could effects 

student’s performance in academic by decreasing 

their study hours. Therefore for better 

performance in academic and in order to have a 

balanced personal, psychological and social life it 

is essential for people to have more 

understanding about how internet gaming could 

be the cause of their decreased achievement 

motivation.  

        With the help of this research we can 

psycho-educate teaching institutions like colleges 

and universities also families and social support 

groups for arranging programs related to 

awareness and to enhance student’s performance 

training programs could be arranged by clinicians 

to form intervention and design training to 

increase the level of awareness among students 

and help them come out of the gaming world and 

making them more adjusted in social 

environment. Research on internet gaming is 

limited in Pakistan. The current research will 

form comprehension of the phenomena locally 

and will provide base for future researches to 

determine further more reasons and 

consequences of pathological internet gaming. 

Parents can also be helped by the findings of this 

research to comprehend in a better way the 

underlying sources of internet gaming children 

might have developed and could manage their 

children’s pathological gaming behavior. 

Secondly the psychological needs of adolescents 

for achievement and socializing can be fulfilled 

by engaging them more in outdoor 

games/activities and making their interactions 

more in friends and family gatherings, by which 

they will learn socialize and achieve in real world 

rather than the gaming world.  

Conclusion 

The present study was carried to examine 

problematic internet gaming and achievement 

motivation among university students with 

moderating role of gender and education. The 

strong empirical support was provided by the 

findings of this present study for the predicting 

role of problematic internet gaming and 

achievement motivation. Internet gaming is 

significantly negatively related to achievement 

motivation among university students. The 

current study has also found the role of gender 

and education as a moderator the results of which 

revealed that in the relationship between 

problematic internet gaming and achievement 

motivation, education worked as a negative 

significant moderator. Also problematic internet 

gaming was found to be more in male students as 
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compared to female students and undergraduate 

students are more addicted to internet gaming 

than graduate and postgraduate students.  

References 

1. Aboujaoude, E., Koran, L. M., Gamel, 

N., Large, M. D., & Serpe, R. T. (2006). 

Potential markers for problematic 

internet use: a telephone survey of 2,513 

adults. CNS Spectrums, 11(10), 750-755.  

2. Ahmad, Zeeshan & Yaseen, Muhammad 

Rizwan. (2018). Moderating role of 

education on succession process in small 

family businesses in Pakistan. Journal of 

Family Business Management. 8. 

10.1108/JFBM-12-2017-0041. 

3. Ali, N. (2005). The use of electronic 

resources at IIT Delhi Library: A study of 

search behaviours. The Electronic 

Library, 23(6), 691-700.  

4. Asdaque, M. M., Khan, M., & Rizvi, S. 

(2010). Effect of internet on the 

academic performance and social life of 

university students in Pakistan. Journal 

of Education and Sociology, 4(3), 21-27.  

5. Asmus Jr, E. P. (1986). Student beliefs 

about the causes of success and failure in 

music: A study of achievement 

motivation. Journal of Research in Music 

Education, 34(4), 262-278.  

6. Atkinson, J. W. and Feather, N. T.(ed), 

(1966). A theory of Achievement 

motivation, New York; John Wiley & 

Sons, Inc 

7. Bickham, D. S., Vandewater, E. A., 

Huston, A. C., Lee, J. H., Caplovitz, A. 

G., & Wright, J. C. (2003). Predictors of 

children's electronic media use: An 

examination of three ethnic groups. 

Media psychology, 5(2), 107-137.  

8. Cao, H., Sun, Y., Wan, Y., Hao, J., & 

Tao, F. (2011). Problematic Internet use 

in Chinese adolescents and its relation to 

psychosomatic symptoms and life 

satisfaction. BMC public health, 11(1), 

802.  

9. Carey, Carl Edward, and Jr., (2000) 

Academic achievement motivation in 

African American college football 

players An investigation of educational 

expectations and values. Ph.D., The 

University of North Carolina at Chapel 

Hill, 144 

10. Chan, E., & Vorderer, P. (2006). 

Massively multiplayer online games.  

11. Chin-Sheng, W., & Chiou, W.-B. (2007). 

The motivations of adolescents who are 

addicted to online games: A cognitive 

perspective. Adolescence, 42(165), 179.  

12. Chiu, S.-I., Lee, J.-Z., & Huang, D.-H. 

(2004). Video game addiction in children 

and teenagers in Taiwan. 

Cyberpsychology & behavior, 7(5), 571-

581.  

13. Choi, W. H., Son, J. W., Kim, Y. R., Lee, 

S. I., Shin, C. J., Kim, S. K., & Ju, G. W. 

(2011). A   

14. study of covert narcissism in adolescent 

internet addiction: relationship to 

anonymity,    

15. presence, interactivity, and achievement 

motivation. Journal of the Korean 

Academy of  

16. Child and Adolescent Psychiatry, 22(2), 

103-111. 

17. Choo, H., Gentile, D., Sim, T., Li, D. D., 

Khoo, A., & Liau, A. (2010). 

Pathological video-gaming among 

Singaporean youth. 

18. Chou, C., & Tsai, M.-J. (2007). Gender 

differences in Taiwan high school 

students’ computer game playing. 

Computers in human behavior, 23(1), 

812-824.  

19. El Ansari, W., & Stock, C. (2010). Is the 

health and wellbeing of university 

students associated with their academic 

performance? Cross sectional findings 

from the United Kingdom. International 



Amna Rasheed 7054 

 

journal of environmental research and 

public health, 7(2), 509-

527.  https://doi.org/10.3390/ijerph7020

509  

20. Festl, R., Scharkow, M., & Quandt, T. 

(2013). Problematic computer game use 

among adolescents, younger and older 

adults. Addiction, 108(3), 592-599.  

21. Gasinde, A. (2000). Motivation. InZ. AA 

Omideyi (editor), Fundamentals of 

Guidance and Counseling: Ibadan: 

Kanead Publishers. 

22. Gentile, D. (2009). Pathological video-

game use among youth ages 8 to 18: a 

national study. Psychological science, 

20(5), 594-602.  

23. Gentile, D. A., Choo, H., Liau, A., Sim, 

T., Li, D., Fung, D., & Khoo, A. (2011). 

Pathological video game use among 

youths: a two-year longitudinal study. 

Pediatrics, 127(2), 2010-1353.  

24. George, D., & Mallery, P. (2010). SPSS 

for windows step by step. A simple study 

guide and      

25. reference. 

26. Griffiths, M., & Wood, R. T. (2000). 

Risk factors in adolescence: The case of 

gambling, videogame playing, and the 

Internet. Journal of gambling studies, 

16(2-3), 199-225.  

27. Griffiths, M. D., Davies, M. N., & 

Chappell, D. (2004). Online computer 

gaming: a comparison of adolescent and 

adult gamers. Journal of adolescence, 

27(1), 87-96.  

28. Grüsser, S. M., Thalemann, R., Albrecht, 

U., & Thalemann, C. N. (2005). 

Excessive computer usage in 

adolescents–a psychometric evaluation. 

Wiener Klinische Wochenschrift, 117(5-

6), 188-195. 

29. Ha, I., Yoon, Y., & Choi, M. (2007). 

Determinants of adoption of mobile 

games under mobile broadband wireless 

access environment. Information & 

Management, 44(3), 276-286.  

30. Hartmann, T., & Klimmt, C. (2006). 

Gender and computer games: Exploring 

females’ dislikes. Journal of Computer-

Mediated Communication, 11(4), 910-

931.  

31. Huffman, M. (2007). Health coaching: a 

new and exciting technique to enhance 

patient self-management and improve 

outcomes. Home Healthcare Now, 25(4), 

271-274.  

32. Huschle, Katie S., and M.S. (2008) 

Academic and athletic achievement 

motivation of collegiate female 

basketball players. Southwest Minnesota 

State University, 69 

33. International Telecommunication Union. 

(2012). Internet users. Retrieved from  

http://www.itu.int/ITU-

D/ict/statistics/index.htm. 

34. Kaczynski, K. J., Claar, R. L., & Logan, 

D. E. (2008). Testing gender as a 

moderator of   

35. associations between psychosocial 

variables and functional disability in 

children and     

36. adolescents with chronic pain. Journal of 

Pediatric Psychology, 34(7), 738-748. 

37. Király, O., Griffiths, M. D., Urbán, R., 

Farkas, J., Kökönyei, G., Elekes, Z., 

Demetrovics, Z. (2014). Problematic 

internet use and problematic online 

gaming are not the same: findings from a 

large nationally representative 

adolescent sample. Cyberpsychology, 

Behavior, and Social Networking, 

17(12), 749-754.  

38. Ko, C.-H., Yen, C.-F., Yen, C.-N., Yen, 

J.-Y., Chen, C.-C., & Chen, S.-H. (2005). 

Screening for          

39. internet addiction: an empirical study on 

cut-off points for the Chen Internet 

Addiction   

https://doi.org/10.3390/ijerph7020509
https://doi.org/10.3390/ijerph7020509
http://www.itu.int/ITU-D/ict/statistics/index.htm
http://www.itu.int/ITU-D/ict/statistics/index.htm


7055  Journal of Positive School Psychology  

 
 

40. Scale. The Kaohsiung Journal of Medical 

Sciences, 21(12), 545-551.  

41. Ko, C.-H., Yen, J.-Y., Chen, C.-C., Chen, 

S.-H., & Yen, C.-F. (2005). Gender 

differences and related factors affecting 

online gaming addiction among 

Taiwanese adolescents. The Journal of 

nervous and mental disease, 193(4), 273-

277.  

42. Ko, C.-H., Yen, J.-Y., Chen, C.-S., Yeh, 

Y.-C., & Yen, C.-F. (2009). Predictive 

values of psychiatric symptoms for 

internet addiction in adolescents: a 2-

year prospective study. Archives of 

Pediatrics & Adolescent Medicine, 

163(10), 937-943.  

43. Lanthier, R. P., & Windham, R. C. 

(2004). Internet use and college 

adjustment: the moderating role of 

gender. Computers in Human Behavior, 

20(5), 591–

606. doi:10.1016/j.chb.2003.11.003  

44. Lee, S. J., Bartolic, S., & Vandewater, E. 

A. (2009). Predicting children's media 

use in the USA: Differences in cross‐

sectional and longitudinal analysis. 

British Journal of Developmental 

Psychology, 27(1), 123-143.  

45. Lemola, S., Brand, S., Vogler, N., 

Perkinson-Gloor, N., Allemand, M., & 

Grob, A. (2011). Habitual computer 

game playing at night is related to 

depressive symptoms. Personality and 

individual Differences, 51(2), 117-122. 

46. Leung, L., & Lee, P. S. (2012a). Impact 

of internet literacy, internet addiction 

symptoms, and internet activities on 

academic performance. Social Science 

Computer Review, 30(4), 403-418.  

47. Lucas, K., & Sherry, J. L. (2004). Sex 

differences in video game play: A 

communication-based explanation. 

Communication research, 31(5), 499-

523.  

48. Mangal, S. K. (2000). Educational 

Psychology. Ludhiana Praksh Brothers. 

49. McClelland, D. C. (1961). The achieving 

society. New York: Free Press. 

50. McClelland, D. C., & Pilon, D. A. 

(1983). Sources of adult motives in 

patterns of parent 

51. behavior in early childhood. Journal of 

Personality and Social 

Psychology, 44(3), 564. 

52. Mentzoni, R. A., Brunborg, G. S., Molde, 

H., Myrseth, H., Skouverøe, K. J. M., 

Hetland, J., & Pallesen, S. (2011). 

Problematic video game use: estimated 

prevalence and associations with mental 

and physical health. Cyberpsychology, 

Behavior, and Social Networking, 

14(10), 591-596.  

53. Muthee, J. M., & Thomas, I. (2009). 

Achievement motivation 

inventory. Trivandrum:     

54. Department of Psychology, University of 

Kerala, Kariavattom. 

55. Muqtadir, A. K. & R. (2016). Motives of 

Problematic and Nonproblematic Online 

Gaming   among Adolescents and Young 

Adults. Pakistan Journal of 

Psychological Research, 31(1), 119–138. 

56. Nalwa, K., & Anand, A. P. (2003). 

Internet addiction in students: A cause of 

concern. Cyberpsychology & behavior, 

6(6), 653-656. 

http://doi:10.1089/10949310332272544

1 

57. Niaz, U. (2008). Addiction with internet 

and mobile: An overview. Journal of 

Pakistan Psychiatric Society, 5(2), 72.  

58. Niaz, U. (2012). Addiction with internet 

and mobile : An overview. Journal of 

Pakistan Psychiatric Society, 5(2), 72–

75. 

59. Niemz, K., Griffiths, M., & Banyard, P. 

(2005). Prevalence of pathological 

Internet use among university students 

and correlations with self-esteem, the 



Amna Rasheed 7056 

 

General Health Questionnaire (GHQ), 

and disinhibition. Cyberpsychology & 

behavior, 8(6), 562-570.  

60. Park, B. W., & Ahn, J. H. (2010). Policy 

analysis for online game addiction 

problems. System Dynamics Review, 

26(2), 117-138.  

61. Parke, A., Griffiths, M., & Irwing, P. 

(2004). Personality traits in pathological 

gambling: Sensation seeking, deferment 

of gratification and competitiveness as 

risk factors. Addiction Research & 

Theory, 12(3), 201-212.  

62. Phan, M. H., Jardina, J. R., Hoyle, S., & 

Chaparro, B. S. (2012). Examining the 

role        

63. of gender in video game usage, 

preference, and behavior. In Proceedings 

of the Human 

64. Factors and Ergonomics Society Annual 

Meeting, 56(1), 1496-1500. 

65. Pontes, H., & Griffiths, M. (2014). 

Internet addiction disorder and internet 

gaming disorder are not the same. 

Journal of Addiction Research & 

Therapy, 5(4).  

66. Pontes, H. M., & Griffiths, M. D. (2015). 

Measuring DSM-5 internet gaming 

disorder:   Development and validation of 

a short psychometric scale. Computers in 

Human Behavior, 45, 137–143. 

https://doi.org/10.1016/j.chb.2014.12.00

6. 

 

67. Qadri, M. A., & Nadu, T. (2017). 

Achievement motivation of secondary 

school students in   

 

68. relation to their gender and medium of 

instruction : An empirical study of 

Hyderabad  

 

69. district, 2(5), 813–816. 

70. Quaiser-Pohl, C., Geiser, C., & 

Lehmann, W. (2006). The relationship 

between computer-game  

 

71. preference, gender, and mental-rotation 

ability. Personality and individual 

Differences,  

 

72. 40(3), 609-619.  

 

73. Rehbein, F., Psych, G., Kleimann, M., 

Mediasci, G., & Mößle, T. (2010). 

Prevalence and risk    

a. factors of video game 

dependency in adolescence: 

results of a German nationwide      

b. survey. Cyberpsychology, 

Behavior, and Social 

Networking, 13(3), 269-277.  

74. Sahin, M., Gumus, Y. Y., & Dincel, S. 

(2016). Game addiction and academic 

achievement. Educational 

Psychology, 36(9), 1533-1543. 

75. Saleem, M., Owaisi, A. M., & Tufail, M. 

W. (2015). Internet addiction: Its Impact 

on Procrastination of higher learning 

students in pakistan. The Sindh 

University Journal of Education-SUJE, 

44(2). 

76. Skoric, M. M., Teo, L. L. C., & Neo, R. 

L. (2009). Children and video games: 

addiction, engagement, and scholastic 

achievement. Cyberpsychology & 

behavior, 12(5), 567-572.  

77. Suhail, K., & Bargees, Z. (2006). Effects 

of excessive Internet use on 

undergraduate students in Pakistan. 

Cyberpsychology & behavior, 9(3), 297-

307.  

78. Sun, D.-L., Ma, N., Bao, M., Chen, X.-

C., & Zhang, D.-R. (2008). Computer 

games: a double-edged sword? 

Cyberpsychology & behavior, 11(5), 

545-548.  



7057  Journal of Positive School Psychology  

 
 

79. Teeters, J. B., Ginley, M. K., Whelan, J. 

P., Meyers, A. W., & Pearlson, G. D. 

(2015). The       

80. moderating effect of gender on the 

relation between expectancies and 

gambling   

81. frequency among college students. 

Journal of gambling studies, 31(1), 173-

182. 

82. Tella, A. (2007). The impact of 

motivation on student’s academic 

achievement and learning outcomes in 

mathematics among secondary school 

students in Nigeria. Eurasia Journal of 

Mathematics, Science & Technology 

Education, 3(2), 149-156.  

83. Walther, B., Morgenstern, M., & 

Hanewinkel, R. (2012). Co-occurrence 

of addictive behaviours: personality 

factors related to substance use, 

gambling and computer gaming. 

European addiction research, 18(4), 167-

174.  

84. Weinstein, A. M. (2010). Computer and 

video game addiction—a comparison 

between game users and non-game users. 

The American journal of drug and 

alcohol abuse, 36(5), 268-276.  

85. Witt, E. A., Massman, A. J., & Jackson, 

L. A. (2011). Trends in youth’s 

videogame playing, overall computer 

use, and communication technology use: 

The impact of self-esteem and the Big 

Five personality factors. Computers in 

human behavior, 27(2), 763-769.  

86. Xu, Z., Turel, O., & Yuan, Y. (2012). 

Online game addiction among 

adolescents: motivation and prevention 

factors. European Journal of Information 

Systems, 21(3), 321-340.  

87. Yee, N. (2006). The demographics, 

motivations, and derived experiences of 

users of massively multi-user online 

graphical environments. Presence: 

Teleoperators and virtual environments, 

15(3), 309-329.  

88. Yee, N. (2007). The Proteus effect: 

Behavioral modification via 

transformations of digital self-

representation. Unpublished doctoral 

dissertation, Stanford University.  

89. Yen, J.-Y., Ko, C.-H., Yen, C.-F., Wu, 

H.-Y., & Yang, M.-J. (2007). The 

comorbid psychiatric  

90. symptoms of Internet addiction: attention 

deficit and hyperactivity disorder 

(ADHD),  

91. depression, social phobia, and hostility. 

Journal of adolescent health, 41(1), 93-

98. 

92. Zahra, S., Ahsan, S., Kiani, S., & 

Shahbaz, K. (2019). Internet gaming 

disorder: an emerging addiction among 

Pakistani university students. NUST J 

Soc Sci Humanit, 5(1), 87-104. 

 

 

 

 

 


